THE PROFIT ZONE. 


EARTHSHAKER, Longer and Stronger by Design (Graph reflects game with longest time on list) 
WHIRLWIND, FUNHOUSE, a 
ADDAMS FAMILY and now... : _ | 


TWILIGHT ZONE. Leave it 
to this track-proven team to 
create the SUPERPIN™! 


As intriguing and inviting 
as the curio collection itself, Bae sa 
TWILIGHT ZONE includes 
more features with patents 
pending than any other game 
in history! 


It’s innovations like these 
that make Bally pinballs 0 6 12 18 24 30 36 
collect better, longer. Our Months on List 
design and engineering has above speak for themselves. 
made us the industry's Take your profits into a 
trendsetter for over 50 years! new dimension. 


Source: Play Meter & Replay Magazine 


But don’t take our word TWILIGHT ZONE -- 
for it -- the operator ratings it’s a new age in pinball! 


Midway Manufacturing Company 
A subsidiary of 


Vn= 
industries tnc. 
3401 N. California Ave. 
Chicago, IL 60618 | 
(312)267-2240 ¢ Fax(312)267-8435 


Based on the TV Series “The Twilight Zone"™ 
©1993 CBS, Inc. 
Name, likeness and voice of Rod Serling are 
protected by State Law. 
©1993 Midway Manufacturing Company. 
anufacturer of Bally/Midway Amusement Games. 
All rights reserved. 


This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


THE ULTIMATE 
TEAM 


LUCKY & WILD — the game that challenges both your driving and shooting skills. 

LUCKY & WILD are two cops who pursue criminals in various areas of a large city. 

LUCKY is the best driver on the force. He is a sharp dresser, a lady's man. 

WILD is an excellent shot. He is a tough guy with a heart of gold. 

The fast pace of the game play is thrilling. It really keeps you on your toes. 2 
The vivid graphics keep you enthralled in your pursuit of criminals. 
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[SPEC DIMENTIONS:-W925XD1,810XH1 


a we # Specifications may be changed sAthout prior notice 
: 
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This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 
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LASSIFIEDS 
_ MEOORO SLL 


| Drift Out 

1 Eurochamp Soccer 

1 Fujibusters SF Type 
2 Guardian of the hood 
| Heated Barrel 

| Karate Tournament 
1 Magic Sword 

1 Olympic Soccer 

1 Rally-X 

1 Street Fighter Hyper 


1 Three Wonders 

1 Time Killers 

1 US Carrier/Navy 
1 Varth 

5 Vendetta 4 Player 
4 Wrestle Fest 


Super Spy 

Ninja Combat 
Cyber lip 
Crossed Swords 
20/20 Baseball 
Nam 75 
Baseball Stars 
Andro Dunos 
Soccer Brawl 
Last Resort 
World Heroes | 
League Bowling 
King of Monsters 
Magicians Lord 


3 Sunset Riders 4 Player 
1 Tao Taido CST +Game 


Suu 


600 
1200 
800 
1400 
500 
900 
450 
900 
200 
1750 
1000 
1200 
1100 
1600 
700 
1500 
800 
500 


Ph (09) 524-5773 or (09) 525-0200 


250 
250 
300 
200 
300 
250 
300 
400 
400 
500 
400 
300 
400 
250 


Ph (09) 524-5773 
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Fatal Fury 

Burning Fight ~ 350 
Sengoku 350 
Robo Army : 400 
Football Frenzy A400 
Mutation Nation 400 
8 Man 250 


or any 5 cartridges for $1000 
Ph 524-5773 or 525-0200 


4x600 wide metal panels complete 
to suit lowboy 3 player $190 
10x500 wide chaston panels 


complete 2 player $120 
10x500 wide chaston panels 
complete | player $70 


10x cashbox doors new @70 + 2nd 
hand punched for 1 or 2 ave 


mechs $40 
4xSimpo Universal 4 player 
panels complete $370 


Ph 524-3773 or 525-0200 


1 chaston 500 wide steel door ave 
mech excellent condition $1100 
| Dragons Lair II original dedicated 
cabinet NRI mech ex cond.$5000 

1 Fishtales Pinball NRI mech 
excellent condition $6500 

| Final Lap I (26" twin) Elec coin 
mech fully rebuilt excellent 
condition $11000 


Maarten Boogert or Kevin Grundy 


Ph 09 524-5773 or Ph 09 525-0200 
Pager 026-107 708 


All prices exclude GST & freight 


CABINETS & DEDICATED 
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Australia (as published in Timezone) 
Dedicated Games 

1. Sega 'Out Runners' 
2. Sega "Virtua Racing’ 


. Williams 'White Water' 
. Williams 'Fish Tales' 


8. Namco 'Final Lap 3' 
9. Sega ‘Stadium Cross' 


CONN NN 


3. Namco 'Suzuka 8 Hours' —_10.ALG 'Crime Patrol! . Bally 'Dr Who' 

4. Williams 'NBA Jam' Pinballs* . Bally 'Dr Who' 

5. Jaleco "Wild Pilot’ 1. Bally 'Twilight Zone' . Bally 'Addams Family’ 
6. Taito 'Super Chase' 2. Bally 'Creature/Lagoon' 9. Williams 'The Getaway' 
7. Konami 'Lethal Enforcers' 3. Williams ‘Dracula’ 10.Bally 'Blackrose' 


cames not tested 


* Data East or Gottlieb 


USA (as published in Replay) Dedicated Games 

Conversion Games 1. Sega 'Stadium Cross' Pinballs «Dist 
1. SNK ' Samurai Shodown' 2. Sega 'Virtua Racing’ . Data East ‘Jurassic Park' 46% 
2. SNK 'World Heroes' 3. Namco 'Lucky & Wild’ Midway "Twilight Zone’ 64% 
3. Capcom! SFI:CE Turbo' 4. Namco 'Suzuka 8 Hours' Gott/Prem 'Tee'd Off 7% 
4. Strat 'Time Killers’ 5. ALG 'Crime Patrol’ . Midway 'Addams Family’ 81% 
5. Irem 'In The Hunt’ Best Deluxe Videos . Williams 'White Water’ 37% 
6. Bundra 'Neck n' Neck' 1. Williams 'NBA Jam’ . Midway 'Creature/Lagoon' 46% 
7. Technos 'Shadow Force’ 2. Midway ‘Mortal Kombat’ Gott/Prem 'SFII' 27% 
8. Capcom "Warriors of Fate' 3. Konami 'Lethal Enforcers' 8. Gott/Prem 'Cue Ball Wizard’ 30% 
9. Fabteck 'Raiden' 4. Sega 'Title Fight’ 9. Data East 'Star Wars' 50% 
10. SNK 'Fatal Fury IT’ 5. Taito ‘Super Chase' 10.Williams 'Terminator 2' 68% 


* DIST: The percentage of the surveyed arcade and street location operators who have the item on location. 
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Japan (as published in the Japanese Game Machine Magazine) 
Conversion Games Dedicated Games Pinballs 

1. Capcom 'SFII:CE' 1. Namco ' Air Combat’ 1. Data East 'Star Wars' 

2. SNK 'World Heroes 2' 2. Sega ‘Out Runners' 2. Midway 'Dr Who' 

3. Compile/Sega ‘Puyo Puyo’ 3. Konami 'Lethal Enforcers' 3, Premier 'SFII' 

4. Data East 'Fighters History’ 4. Williams/Taito 'NBA Jam' — 4, Williams 'White Water' 

5. Konami 'Martial Champion' 5. Namco 'Suzuka 8 Hours' 5. Data East 'Rocky/Bullwinkle' 


UK (as published in Coin Slot UK) 
Conversion Games 

1. Taito 'Cup Final 

2. Sega ‘Spiderman’ 


Dedicated Games Pinballs 
1. Sega "Virtua Racing' 1. Williams "Twilight Zone' 
2. Namco ‘Suzuka 8 Hours' 2. Data East ‘Jurassic Park' 
3. Irem ‘In the Hunt’ 3. Midway 'NBA Jam’ 3. Bally 'Creatures/Lagoon' 
4. Jaleco 'World Rally' 4. Sega 'Title Fight’ 4. Williams ‘Dracula’ 

5. Capcom 'Cadillacs & Dinos' 5. Konami 'Lethal Enforcer' 5. Bally 'Addams Family’ 
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Taupo 
Welcome to the industry to Erik 
Val Thuis who has recently purchased 
a pinball round in the Taupo area 
from “The Pinball Company.” 


Auckland 
Nice to see that the police in 
Auckland recovered two SF:CE pcbs 
after arecentraid ona local “receiver’’. 
These units have been identified via 
their numbers and returned to their 


owners. 

Recent reports indicate that a 
local operator is suspected of offering 
to buy SF pcbs from anyone 


(especially some of the local gangs) 
no questions asked for around $200 
each. 

The opening of new Multy-plex 
theatre complexes continues around 
the country with Hoyts opening anew 
centre in Dunedin later this month, 
Village-Force opening in New 
Plymouth, an independent now open 
in Tauranga and anew Village-Force 
centre opening in Newmarket. While 
all the new centres will have areas 
specifically set aside for games the 
Newmarket centre has set aside an 


"Ask about our Finance options" 

| Auckland/Northland: Kevin Grundy Ph (09) 525-0200 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

| South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


area of over 2000sq ft for this purpose. 

Operators from around the 
country report that earnings have been 
low on many traditionally good 
locations. On closer inspection it 
seems that these locations are also 
quiet as peoples shopping habits 
change. Mid term break this year 
certainly showed some improvement 
over the preceding weeks but the week 
following was abnormally low and so 
on the average no great increase was 
experienced. 


Hamilton 

Hamilton reports the new 
Williams/Bally pinball “Indiana 
Jones” incorporating the new DCS 
sound system continues to take 
exceptional money despite the 
competition from recently released 
models Tee’d Off and Jurassic Park. 


Wellington 
A local Upper Hutt operator 
was understandably perplexed when 
he went to check his Addams Family 
pinball on site and found a well dressed 
“technician” from “Spacetec Coin” 
calmly disassembling the unit. Yes 


SINE O07 


CLASSIFIEDS 


SELL PINBALLS 
Space Station $2800 
Cyclone $2900 
Swords of Fury $1800 
Fire $2800 
Pinbot $1100 
Playboy $1000 
Dr Dude $3000 
Call (03) 447-6541 
BUY 


Dedicated Games 
- anything considered 
Call 026 109 461 


MCA button spannners 

- two different units designed to 
"tighten" those buttons so they will not 
come loose. 

- model 2 ideal for SF panels where 
buttons are close together $20 each. 
Ph (03) 338-1411 


Terminator Pinball - good condition 
$4000 +gst Ph (06) 7532801/7586961 


Atari Star Wars sit down 
good condition $950 
Ph (03) 477-6541 


Barcrest & Bell Fruit & JPM Gambles 

- not licensed for legal operation but idela 
for home games room 

- large range. $400 to $700 each 

Ph (03) 338-1411 


Sno Bros 20 
Wrestlefest 350 
Toki A400 
Crime City 400 
Final Fight 500 
Golden Axe 250 
Eswat 300 
Aliens 400 
Spinbal Breaker 300 
Pitfighter 500 
Bronze Adventure 250 
Cabal 200 
Flying Shark 400 
Heavy Barrel (no rotarys) 250 
POW 150 
Sky Adventure 400 
Vigilante 100 
Lightning Fighters 450 
Vapour Trail A400 
Midnite Resistance 

(with panel & loom) 500 
Sunset Riders 

(with panel & loom) 1000 

NEO-GEO 

Art of Fighting 300 
Fatal Fury 300 
Sengoku 300 
Burning Fight 300 
Crossed Swords 200 
Ninja Combat 200 


Ph Michael - Wizard Coin Machine 
on (09) 524-2639 


Terminator pinball $4200 +gst o.n.o. 
good condition 
ph (06) 753-2801 or (06) 758-691 


ESME 007 


impact mark of the ball exiting. 
Mylar where the ball drops onto the 
playfield top left and top right off 
the startramp. Blue and white plastic 
above the three red targets; file the 
plastic back where it overhangs the 
ramp, if yours is already broken use 
the spare supplied with the game. 


whitewater jackpot on upper field, 


pink caddy on it: 

If the curved hood/ball guide 
hasn’t risen up with the ball hitting 
it on its way under the playfield and 
subsequently broken the plastic, 
immediately construct a bridge to 
support the hood. When fixed 


_ ensure the hood isn’t so low that it 
The wires to the orange — 


restricts the ball gate wire from 


_ allowing the ball through. 


lamp no 77 have been seen to 
hang down onto the ramp below 
and jam the ball; straighten the 
wires and loop them over the 
lamp holder adjacent. 
Switchno57 onthe upper — 


ak 


field has had the plastic 
cracking around the screws. Run 
glue around the bracket for added 
support. 

The ball can “die” in front of 
the kickback coil. Bend the metal 
strip guide wall on the left hand side 
out, so that the ball travels past 
easier. Glue high density foam 
behind the two thin green targets, 
they have been bending back and 
breaking the clear plastic ramps. 


Creatures Checklist 
Long slim plastic, left side, 


C 
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Put mylar over the plastic 3D 
screen, to retain aclear, see through 
surface. 

Two orange posts have been 
working loose, one to the left of the 
side popper, the other above the left 
hand slingshot. These two are in the 
line of “solenoid fire” and are fixed 
on one end only into the wood. File 
the boss on the top of the post down 
and “matchstick” the hole for 
maximum strength. 


John Wheaton (Wiz) 


TO. 


the “technician” said he had to remove 
the unit as they had some upgrade 
roms to fit to it and when advised by 
the operator that this was not a 
““Spacetec” machine the “technician” 
apologised and left in a white van. 

On checking with Spacetec he 
found that they had no such person 
working for them. 

Wellington operators beware 
as it appears to be a well rehearsed act 
and although foiled by good luck this 
time it is sure to be repeated. 

Nice to see that Irene De-Ruyter 
has finally got rid of this latest and 
nastiest flu-bug and will once again 
be operating the office at Spacetec 
Coin. Things will certainly run better 
with her there. 


Blenhitem 

Mick Beavis from Blenhiem 
was understandably annoyed when 
his local paper carried a report from 
an Auckland publication on 
“undesirable video game centres.” 
While the article was a commentary 
on a situation elsewhere it was clear 
where the impact would fall in his 
area. A call to his local paper and a 
right of reply was negotiated. 

A full page including two good 
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pictures and a large editorial appeared 
in the next issue and provided a 
balanced picture of the actual 
situation. Mick Beavis pointed out 
that his centre certainly had strict 
rules and control and actually reduced 
the level of problems in the city. Nice 
to see some positive action Mick. 


Twilight Zone 

New Zealand operators can 
expect to see the new “Twilight Zone” 
pinball during September. Coin 
Cascade Ltd apologises to operators 
for the delay in the initial shipment 
that was caused by the incredible 
international demand for the pin. 

Williams/Bally will also have 
two additional models Indiana Jones 
and Judge Dreed released onto the 
NZ market by Christmas so operators 
can be sure of a good variety of 
product. 

Interesting to see that recent 
sales of Williams/Bally pins 
"Terminator" and "Addams Family" 
have been at prices above those 
originally paid to purchase these 
games. Such solid resale prices bodes 
well for the continuing strength of 
these products. 


yaleay\ 
MIDWAY, 


MMicway Manufacturing conse 


A subsichary of € 
4 n= 
mvdustries in 


‘ 9g 1 N. California Ave. pm : 
") Ofijcago, IL 60618 
3 12)052 32240, Fax (312)267-84 


This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


simple, proven and reasonably 
reliable, and require a standard set 
of checks to keep them in top 
working order. 

Firstly it must be obvious to 
most operators that the corner of the 
top plastic is susceptible to breakage 
being so close to the flipper. I fit 
“slim fender wackers” between the 
post and plastic 
which causes the 
problem. Checklist:- 
¢ Grip posts to see if 
they turn. Tighten if 
necessary. 
¢ Rubbers should be 
visibly in good 
condition, turn 
rubber as often as 
flipper rubbers. 
¢ Rubber can also 


deteriorate if a general illumination | 


or flash bulb is very close. 

¢ Check points gap, often with a 
new machine the gap needs to be 
checked at one and two weeks as the 
points can close up until the solenoid 
won t work, fortunately not cooking 
the coil as in the old system. 

¢ The rubber should have enough 
tension so that a speeding ball cannot 
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slip underneath (another callout) 
¢ When refitting top nuts do not 
Overtighten so as to pull the "post 
hex bolt" up into the plastic. This 
will make removal next time very 
difficult. It is not necessary to 
overtighten with nyloc nuts. 

¢ A broken link is the most common 
cause of slingshot attention, always 
carry a couple of 
rod/link assembly’ s 
ready to swap over. 
¢ Check the 
tightness of riveting 
of pivot pins on the 
lever and base 
assembly. You can 
easily re-rivete these 
with a hammer. 
Screws tight on coil 
bracket ass. 

¢ If any of the four screws cannot be 
tightened (thread stripped in wood) 
dip a matchstick in glue (Ados) and 
push the match in hole, often twice, 
and break it off. Screw should now 
re-thread ok. 


White Water Checklist 
| recommend early mylar on 
the major playfield, look for the 


NE OW 


General Maintenance 
For all owners of Getaway, 
Terminator and Addams Family, 
keep and eye on the playfield for 
wear spots, scalloping or cracks 
appearing on the high wear areas. 
In the front of flippers, slingshots, 
around pop bumpers, wherever the 
ball drops onto the playfield and 
often where the ball track first enters 
the playfield are the areas that show 
the playfield needs attention. 
Occasionally the clear or coloured 
light inserts move up/down or the 
paint sears off/around the edges. 
The moment any dents or 
scuffing is noticed in front of the 
slingshot, “D” shaped mylar should 
be added (many games have these 
supplied). For long term good looks 
a mylar should be added sooner 
rather than later over the major open 
part of the playfield. Light coloured 
playfields are particularly in need 
of early attention and need to be 
kept very clean. eg: Bride of Pinbot, 
Whitewater (mylars can be obtained 
from your local agent). Whenever 
you clean the playfield try to reach 


all areas, wherever the ball travels. 

Don’t forget the balls, they 
need cleaning too, wipe clean after 
touching with you hands, a rusty 
ball can destroy a playfield fast. 
There are many metal edges which 
can put a nick in the ball so I tend to 
replace or polish balls when they 
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show any wear. 

A good fitting glass will help 
stop dirt and dust making its way to 
the playfield, if getting a glass cut 
ensure it 1s as close as possible. In 
conclusion a clean playfield: 
¢ Looks better, attracts player 
e Plays better, brings them back 
¢ Is more efficient in the time it 
takes to play a game, hence may 
take more money. 
¢ Gives a better resale value. 


Slingshot Maintenance 
Modern slingshot systems are 
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SAMURAI SHODOWN 


You might guess from the title that Samurai 
Shodown is an action game involving swords. And 
your guess would be correct. Players do battle with 
their opponents primarily by hacking at them with 
swords. Like many other games, you need to take 
care as you can lose your sword during a bout. If you 
want to be really brave, you could let sleeping swords 
lie, as it were, and duke it out with your fists. The 
disadvantages are notable: the damage you can cause 
is not as great as itis with asword, and the damage you 
incur is in turn greater. 

So what’s the advantage? The advantage is 
that an unarmed player can grab a sword from their 
opponent by using a special fast hands technique on 
their foe as they attack. The swords of each character 
have their own life meters, and if they are lowered to 
0, the sword is destroyed. Before you start to panic 
however, you should remember that you will 
automatically receive a new sword with each new 
round. In addition, this game also has a “barometer” 
of sorts which indicates how intense the player is 
(dude). If attacked, this barometer soars and once it 
has peaked, the player becomes more powerful for a 
certain period of time. Also, during the fight, three 
special items - for recuperation, bonus points and 
creating blocks - appear. Finally, the same “zoom” 


Outrunners is a racing simulator featuring a 
player’s choice of eight different cars, each with its 
own look, feel and “driving personality.” Players 
turn a red plastic “ignition key” to start the game. 
They can also choose auto or 
manual shifting as they tackle 
30 different routes, from San 
Francisco to Cairo... andeven 
under Niagara Falls! One nifty 
new feature is the player’s 
choice of music: nine types of 
tunes are offered on the “car 
radio” and players can change 
the music and radio selection 
while they drive. 

Players enjoy head 
to head competition in the 
Sega tradition. Up to four 
two-player units can be linked 
for a total of eight interactive 
player stations. Time and 
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function that showed up in Art of Fighting is employed 
here as well. 

There are a total of twelve different characters 
in this game from Japan, China, America and France. 
Control of the action is through an eight-directional 
joystick and four buttons. Through the joystick, the 
player can manage the action of the character in the 
same manner as Street Fighter I]. Attacks can be 
executed by swords or fists via the A or B button, and 
execute kicks via C or D button. You can attack with 
maximum power by pushing these buttons 
simultaneously. For more information contact your 
local agent. 


speed readouts are shown on screen. Leading drivers 
determine the route (choice of next course) by turning 
left or right at “check points” along the way. 

Operators will like the extensive diagnostic 
systems, including self- 
calibrating controls; full 
bookkeeping (a versatile 
system indeed here); eight 
levels of difficulty; and 
adjustable time and difficulty 
settings. Operators will also 
like the built-in reliability from 
enlarged gear mechanisms, 
reinforced shock absorbers, 
proven springs and vibration 
technology, etc. Control 
panels are assembled in Japan; 
the game is sold “link-ready” 
and all necessary accessories 
are included. 
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The 3lst annual Amusement 


Machine Show was held August 26 to 28 - 


at the Japan Convention Centre 
‘“Makuhari Messe” Tokyo Japan. This 
year the show was co-sponsored by both 


the Japanese Amusement Machinery © 


Manufacturers Association and the 
Japanese Amusement Park Equipment 
Association. The show was larger than 
last years utilising 27,000m? of show 
area and was well attended by both local 
and international visitors. 

It was clear from the product 
shown that the general trend to dedicated 
units continues but a large number of 
pcbs were also on display although 95% 
of these were “me too” games. The 
Japanese manufacturers are also clearly 
concerned about the cost of new products 
to their international clients due to the 
strength of the yen and in this vane 


CAPCOM has presented its latest in the 
Streetfighter trilogy in a new 
“convertible/upgradeable” hardware 
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system. "Super Streetfighter II - The 
New Challenge" was released on 
Capcoms new CPS, hardware system. 
This system comes in two halves and 
will be able to be upgraded over the next 
two-three years with a range of new 
games simply by adding anew “A” board. 
This will of course reduce the price of 
new capcom games to approx 50% of 
their current price (or lower). 

As the new game is on completely 
new hardware it will not be available in 
the copy market and this should reassure 
buyers that they will realise good value 
for money on its receive. “Super 


-Streetfight II - The New Challenger’ 


adds 4 new players with different moves 
and a larger number of countries. The 
game plays quicker and the moves have 
some new Surprises. 

Two different hardware systems 
are available - the standard system that 
allows two players to compete and anew 
“Tournament” format that links 4 cabinets 
together and allows 8 players to compete 
in a “knockout” type competition. This 
game was certainly well received at the 
show and is sure to be a hit in our market 
(a video of this game is available from 
your local agent). 


SEGA as usual had a wide variety of 
equipment on display including a “Fl 
Super Lap” twin dedicated driving game, 


Williams/Bally-Midway products are usually 
found at the top of the charts - dedicated video, kits and 


pinball. That’s why the companys titles are such 
attraciive targets for the shadowy, global network of 
vidgame counterfeiters. In recent times, the firm’s 
vidgame division, Midway Mfg., has launched an 
aggressive campaign of investigation and enforcement 
to protect its valuable copyrighted property. Sales VP 
Joe Dillon chatted with us in very general terms about 
that campaign, which is apparently entering a new 
phase. 

How have your efforts to control counterfeiting, 
especially Mortal Kombat, been going? 

Very well. Midway’s enforcement actions 
around the world have demonstrated that we are serious. 
We will not accept copying as “a way of life.” In Italy, 
Korea, France, Canada, Mexico, Taiwan and here in the 
United States, we’ ve received tremendous cooperation 
from local authorities. And we’re planning to expand 
our efforts in the near future. 

How so? 

Well, until this point, we’ve been going 
primarily after the big guys - the manufacturers, the 
distributors - and we’ ve been quite successful. We’ve 
gathered lots of samples of counterfeit video game 
boards, cabinets, decals and business documents. And 
what’s key here, is that we are getting information, 
including client lists, from these suppliers by using the 
threat of fines, civil contempt and prison terms. The 
next step is to go after the unscrupulous operator who 
damages the reputation of all legitimate operators. 
And who are they? 

They’re the operators using the counterfeit 
video games leased or loaned from suppliers, to compete 
unfairly with honest operators. We will go after profits 
plus damages from these dishonest operators. 
Presumably some WMS productis intended for sale in 
other markets like Europe. Such PCBs could, in 
theory, make an unauthorised return trip to the US 
where they would then legally be classified as parallels. 
And of course, counterfeit sellers love to claim their 
goods are “legitimate parallels” anyway. Do some 
American users or operators of copyboards honestly 
believe they’re buying or using a parallel? 

The “parallel legislation” excuse is a 
smokescreen. When operators are offered a board at 
half the market price, they know it’s a counterfeit. 
Operators’ multi-chain stores and other game locations 
risk losing the profits earned from the operation of 
counterfeit PCBs when we sue. Operators are very 
savvy people when it comes to games. Counterfeits, on 
the surface, often look remarkably like the original 
game, but our regular operators notice the imperfections. 
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They know what a legitimate Mortal Kombat game 
looks like. Every time we take legal action, we put 
operators on notice that they are responsible for making 
sure that they are dealing with an authorised dealer, or 
that the game installed in their arcade is legitimate. 
When we catch them using a counterfeit game board, 
we will do everything we can to stop further illegal 
profiteering. We are very serious. 

What do you do when you find a counterfeit video 
game? 

We seize it and eventually it is properly 
destroyed. 

Sounds like you’re developing very clear leads from 
your recent seizures. 

Yes! We have long lists of operators who 

acquired counterfeit video games from these distributors 
against whom actions were taken, and we are planning 
a series of systematic actions. We will not be lenient if 
operators do not report illegal games now and we have 
to do all the work ourselves. Manufacturers, importers, 
distributors and users of counterfeit games will all have 
their day in court. 
Despite all your recent success in this anti-copy 
campaign, we understand Midway is not about to 
“declare victory” and go home. The word is, you are 
prepared to keep it going for the long haul. 

Weare. Fighting counterfeiters is like pulling 
weeds: you just have to keep at it all the time. As soon 
as you think you’ ve licked your problem, up pop a few 
more. But let me also be clear than when we catch 
counterfeiters, we’ II stick with them forever - particularly 
those who hold themselves above the law, or excuse 
their behaviour by claiming they are meeting “market” 
demands. We will pursue counterfeiters wherever they 
may be: France, Spain, Italy, Korea and anywhere else 
in the world. 

It sounds like distributors and operators of illegal 
copies should be getting plenty worried. 

Especially the ones who don’t come forward 
now. Weare not out to hurt the legitimate operator who 
buys original games and competes on a level playing 
field. These operators are the ones who make our 
industry strong. However, the disreputable operator 
who knows he or she has acounterfeit, and who buys the 
game to compete unfairly with the legitimate operator 
- they are the ones who must pay. They have stolen the 
creative works of our most talented designers. And they 
deserve the fullest measure of punishment under the 
law. 


We get the picture. The guillotine is coming down on 
a lot of guilty heads, real soon, unless they cooperate. 
Thanks for sharing your thoughts. 


SPECIALS 
AVAILABLE UNTIL 


10 OCTOBER 


OR UNTIL STOCKS RUN OUT 


MCA Player Button 


e Suitable for both 
wood and metal > sp 
e Vertical or horizontal i 


microswitch adaition & PT | A 


e Full range of colours 


e Excellent quality - built to last 


Player Button P/No. 107 MCA 003 
Price includes Microswitch 


Y” Price will not 


SPANNER > 


be seen 
lower 


Part No. 089SW1A193 
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Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


P/No. 
107 MCASP 


Wy 


an AS-1 (simulator) with new Michael 
Jackson software package (this is a unit 
that customers sit in an enclosed 
multiperson pod), a 
new double 
~ dedicated gun called 
“Alien 3: The Gun” 
| whichis based on the 
third “Alien” movie. 
In the new and 
different technology 
area they displayed 
a large multy player 
game called 
“Dragon _ Ball.” 
Players actually 
stand inside a “activator” hexagon 
mounted flush on the floor and control a 
life size character on the screen in front 
of them by their own physical movements 
(ie: you physically jump and your 
character jumps. You punch and your 
character does the same). This is a very 
large unit but great fun to watch. Sega 
also presented “Virtua Fighter” a SF 
type combat game utilising the same 
hardware as “Virtua Racing.” This game 
was excellent but will be very expensive 
when finally finished. 


SNK hard on the heals of their last highly 
successful game “Samuri Shodown” 
SNK displayed their latest piece “Fatal 
Fury Special” which brings back some 
new characters and action. This game 
was still under development but will be 


"Ask about our Finance options" 


released soon. 


A B L E 
CORPORATION 
displayed 
“Champion Kick” 
- a game that 
combines’ the 


excitement of street fighting with kick 


boxing. “Godzilla” - a dinosaur game 
similar to the old SNK game “King of the 
Monsters’. 


ATLUS Ltd displayed a range of games 
including “Blood Family” - a SF type 
game, “Wing Force” - a vertical air 
combat game with some interesting 
features. 


IREM CORPORATION had an 
interesting comical game called “Ninja 
Baseball 
Batman” as well 
as “Perfect 
Soldiers” a hand 
to hand combat 
game with 8 
characters to 
choose from. 


JALECO LTD 
introduced a new 


wrestling game (@# 
(we have recently 
seen neo-geo “3 
Count Bout” and 


Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 


C Auckland/Northland: Kevin Grundy Ph (09) 525-0200 Fax (09) 525-0250 
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Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 
South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


SME OU: 


Capcoms “Slammasters”) called Super 
Strong Warriors on anew 32 bit hardware 
pcb. This game had some excellent 
graphics and moves, but could find the 
market uninterested in a wrestling game. 


KONAMI CO displayed “Violent 
Storm” an action video game set at the 
end of the 20th century, “Slam Dunk” - a 
NBA Jam type basketball game and 
“Polynet Commanders” a 4 player 
cartoon character game that will appeal 
more to the Japanese market. 


NAMCO LTDhad a large display with 
a variety of equipment including “Ridge 
Racer” a dedicated single driver (no link 
capacity) with excellent graphics and 
playability. This was available in a unique 
dedicated cabinet with an excellent "feel" 
aboutit. “Cyber Sled” - a dedicated two 
player game that brings back the old tank 
battle game in anew format. Namco has 
high hopes for this game. ‘Norman 
Athletics” - a conversation game with 
only buttons for controls. This game is a 
combination between 
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“hyper olympics” and “Mad Max”. A 
javlin thrower must qualify by throwing 
his missile acertain distance. Anunusual 
game that may surprise. 


SAMMY INDUSTRIESintroduced a 
number of new pcb games including 


“Keith and Lucy” - a quiz adventure 
game, “Dyna Gear” set in 30,000 BC 
with plenty of dinosaurs, “Survival Arts” 
incorporating digitised graphics in this 
SF type game with a variety of weapons. 


available. “Street Brawl” - another SSV 
system release which features hand to 
hand combat with six buttons to control 
the novel game characters (western 
characters). 


TAITO CORPORATIONhad a large 
display of their new “Ground Effects” 


linkable dedicated driving game featuring 
FI formula racing as its motif. This was 


available in a standard driving cabinet or 
in a huge dedicated unit utilising actual 
formula | car shells. Taito also displayed 
a range of redemption games as well as 
their "Mind Escort" fortune 
teller machiner and their own 
unique "Air Hockey" game. 


f : TOA PLAN COdisplayed a 
ME new conversion pcb called “D- 
‘... T7°. Players choose from 
among 7 individual vehicles to 
drive as they complete the course. 


ME OU, 


The Australian Pinball League has its first 
season up and running ina big way. Now inits 6th 
week, the event is proving extremely popular in 
many locations. One operator has already reported 
that his pinball takings have tripled since 
introducing the league. 

The Australian Pinball League has been 
founded and developed by members of Leisure & 
Allied Industries and leading pinball operators. 
The objective is to establish a workable structure 
and then hand over the administration of the league 
to the players. The test league currently being 
conducted in Melbourne involves seven locations 
playing in fourteen week season. Each location 
provides a team of four players, two of whom play 
at home each week and two play away. Detailed 
rules and regulations have been developed along 
the lines of the US leagues. The league is being 
supported by posters in locations as well as player 
registration forms, rules for display on the wall, 
and of course, score sheets. 

After 6 weeks, it appears that the keys to 
a successful pinball league are as follows: 


1. Location 
The location should already exhibit an 
established desire among players to compete in a 
more organised competition. A location which 
has lots of transient game players is unlikely to be 
able to attract a regular team. 


2. The Proprietor 
So now you ve selected a location which 
has players willing to compete in your league. 
Now talk to the proprietor. It is important that he 
understands that he can substantially increase his 


revenue by making sure everything runs smoothly. 


He will need to pin up the result sheets each week 
and ensure visiting players gain access to the 
machines. A warning! Some of our locations have 
dress restrictions. Because the security staff at the 
door were not advised of the pinball league, some 
of our players were turned away for failing to meet 
the dress standards. This must be established 
clearly with all other competing locations before 
the league commences. 
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3. The Operator 

The key to ensuring that the whole league 
is a success 1s undoubtedly the operator. He must 
sell the benefits of a league to the location proprietor 
to ensure he or she will be committed to it. The 
operator must also collect prize money and score 
sheets to return them to the central administration 
point. We have now set up a system whereby the 
location owner faxes the score sheet direct to a 
central point on the night of the competition. This 
ensures the results can be posted back in the 
location later that week. Fast feedback of results 
is essential to keeping player interest. 

At the time of writing, the AMMO in 
South Australia was poised to launch its test league. 
This league is to be conducted in 8 locations with 
a similar rules structure to the Australian Pinball 
League. Once the Australian Pinball League and 
the AMOA League have run their complete season, 
each group will share their experiences to ensure 
a simple and effective pinball league structure is 
established, which can then be rolled out right 
across the country. 


Who Benefits? 

The great thing about pinball leagues is 
that everyone benefits. Players benefit from the 
formalised competition making pinball more than 
justa pastime. The location benefits from increased 
revenue direct from pinballs as well as through bar 
sales. The operator benefits with increased takings 
and the potential to place additional machines at 
the location. And the entire industry benefits from 
the lifting of the image of pinball from a “‘pastime 
of a misspent youth” to a genuine world wide 
sport. 


NZ League 
The first NZ league has now been 
underway for some weeks as well and although it 
is clear that both operators and sites are required to 
work hard to ensure its success there is no doubt 


| that both these parties are the big winners in the 


short and long term. 

League kits will be available during 
September/October for those operators wanting to 
increase their revenue and promote “pinball.” 


WORLD JOURNAL 


Saale oS ia 


PINBALL EXPO a 
FLIP OUT TOURNAMENT 
Ramada Hotel 
6600 N. Mannheim, 
Resemonrt, IL U.S.A. 


Contact: Robert Berk of Pinball Expo 


Headquarters 
TEL: 1-216-758-0565 
FAX: 1-216-369-6279 


Sheila — 


TAE "93 
Taichung World Trade Centre, 
Taichung, Taiwan 
Contac: Taiwan Slot Magazine 
TEL: 886-2-760-7407 
FAX: 886-2-762-3873 
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WORLD GAMING CONGRESS: 


& EXPO '93 

Las Vegas Convention Centre 
Las Vegas, NV U.S.A. 
Contact: Gaming & Wagering 
Business 

TEL: 1-212-594-4120 

FAX: 1-212-714-0514 
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AMUSEXPO 

Espace Chamferret, Paris 
FRANCE 

Contact: Groupe Sepfi- Technoexpo 
TEL: 33-1-474-29256 

FAX: 33-1-426-61428 


(EVENT CALENDAR) 


SEPTEMBER 20 30 


ELEX 

Central Exhibition Hall 
St. Petersbury 

RUSSIA 

Contact: World's Fair Ltd. 
TEL: 44-61-624-3687 
FAX: 44-61-665-1260 


aul _ “ — 


“AMOA QUEENSLAND SHOW 


& CONVENTION 

Conrad Jupiters Hotel and Casino 
Gold Coast, Queensland 
AUSTRALIA 

Contact: AMOA Queensland 
TEL: 61-2-559-1498 

FAX: 61-2-559-4542 


— ae — : 


FUN EXPO 


Nashville Convention Centre, 
Nashville, TN 

U.S.A. 

Contact: Bailey Beeken 

TEL: 1-914-682-2027 

FAX: 1-914-682-2152 


Ss > a 


INTERNATIONAL LEISURE 
INDUSTRY WEEK 
National Exhibition Centre 
Birmingham, ENGLAND 
Contact:Independent Exhibitions Ltd. 
TEL: 44-932-564455 
FAX: 44-932-560009 
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WORLD WATERPARK 
SYMPOSIUM & TRADE SHOW 
Florida Convention Centre, 

Fort Lauderdale, FL U.S.A. | 
Contact: World Waterpark Assoc. 
TEL: 1-913-559-0300 


OCTOBER a= ee 


SADA 

Palacio Victoria Eugenia 
Recinto Ferial de Montjuic 
Barcelona, Catalunya SPAIN 
Contact: Interalia 

TEL: 34-3-416-1466 

FAX: 34-3-415-0095 


OCTOBER 2 1- cn 


AMOA EXPO 


Anaheim Convention Centre 
Anaheim, CA U.S.A. 
Contact: AMOA 

TEL: 1-312-644-6610 

FAX: 1-312-321-6869 


NOV EMPE L/- 20 


IAAPA SHOW 

Los Angeles Convention Centre 
Los Angeles, CA U.S.A. 
Contact: IAAPA 

TEL: 1-703-836-4800 

FAX: 1-703-836-4801 


SINE OU 


| itCerice 


VIDEO SYSTEMS CO had a car race 
action pcb called “Lethal Crash Race”. 
Cars and drivers fight it out on a street 
race track and try to destroy each others 
vehicle. 


DATEEAST CORP produced too much 
blood and gore in their “Night Slashers” 
pcb. Hunters and Zombies slash it out in 
a gruesome spectacle. “Heavy Smash” 
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gave us a futuristic sports game 
conversion pcb while “Miracle 
Adventure” gives us an interesting 
wonder boy style game with some 
interesting characters and player action. 


Zap Corporation, Nihon Selmo 
Corporation and Nippo Co Ltd displayed 
various types of semi- VR type simulators 
and for .the first time ever American 
corporations were able to display on their 
own stands at this show. Williams, Doyle, 
Skee-Ball and Bobs Space Racers took 
advantage of this and had displays. With 
Williams displaying their latest two 
pinballs "Twilightzone" and "Indiana 
Jones". 


Allin all while areasonable 
number of conversion 
games were released they 
all tended to fit the standard 
mould. Nothing that was 
seen at the show gave us a 
glimmer of any new direction for the pcb 
market. Dedicated units however are 
certainly going from strength to strength 
and this area certainly should be looked 
at more seriously by operators. 
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' ELECTRONIC MULTI COIN VALIDA 


Offering Genuine Field 
Programmability in aj 
Compact 3.5". 
Housing 


A Good Year For Operators 

Chart 4 gives us the Trends of Leisure 
Related Services/Industries and reveals a slightly 
more general picture of the Japanese amusement 
industry. This year, a total of 3,028 locations were 
surveyed) and golf courses (278 locations surveyed) 
accounted for the greatest numbers. 

In the Customer Demand column, we see 
that, for amusement operators, 51.9% (the number 
on the top) reported an increase in customer demand, 
29.8% said that there was no change and 16.8% said 
that they saw a decrease in customer demand in 
1992. Moving across to the Sales column, we see 
that 65.6% of the amusement operators saw a sales 
increase, 21.4% reported that there was no change 
over the previous year and 12.2% saw adecrease. In 
the Profit column, 61.8% recorded an increase, 
35.1% saw no change and a mere 2.3% said that they 
suffered a decrease. 

The numbers underneath these figures 
represent the projections for this year, and they do 
indeed tell a grim story. The most disappointing 
news is in the area of Customer Demand, where a - 


16.8% growth rate is predicted. Sales predictions 


are even worse. Only 32.1% of the amusement 
operators believed sales will increase in 1993, while 
33.6% said things would remain unchanged. The 
remaining 33.6%, though, felt that sales would 
decrease. Calculating all of these figures shows that 
a sales growth rate of -1.5% on average 1s predicted 
this year. 

Karaoke boxes had a very bad year. While 
25.4% of the karaoke boxes surveyed said that 
Customer Demand increased, 19.5% reported that 
there was no change from the previous year. 
However, over half (53.4%) said that customer 
demand decreased, leaving an average growth rate 
of -28.0%. As far as sales are concerned, the news 
is equally as bad. Only 26.3% of the karaoke boxes 
surveyed reported a sales increase, while 55.1% said 
that their sales decreased. This added up to an 
overall growth rate of -28.8%. Profits suffered as 
well, as 16.9% of the karaoke boxes reported that 
they were in the black, but over half, 51.7% reported 
that they lost money, giving the 1992 Profit column 
an overall growth rate of -34.8% 


ig Suitable for use in 
Pinballs 


Vending 
Machines 


Balance of Accounts Total 
Deficits |Balance Bal 


Customer Demand 
Inc} In/Dec Balance Balance - Balance | Surplus 
Change 


25.9 | 36.7; -8.3) 51.8} 367) 11.2) 406) 143 
33.1 | 54.0) -42.5) 24.1 | 57.2) 183 5.8}  -26.0 
23.1 | 51.9) -37.7} 29.2} 52.8) 17.9) 11.3] -26.9 
24.5 | 63.7} -53.8} 17.0} 51.9} 30.2) -13.2) -42.3 
17.0 8.1} 56.2) 68.2) 25.4 5.3} 62.9) 65.9 
36.7 | 13.8) 33.5} 55.5 | 37.5 6.0} 49.5} 42.7 
29.7 | 32.4, -5.8} 15.1 | 47.1} 35.3) -204) 9 -1.2 


std li 
50.2 | 29.0) -8.9} 10.8 | 51.0} 35.9] -25.1]  -6.7 


Golf Courses (278) 


Golf Dribing Ranges (212) 


449 | 51.9] 385] 9.2) 427 | 473 
58 | 394} 359] 23.9] 155 | 266 
1.9 53.31 20.1) 54] 201 
Athletic/Health Clubs (206) 42.2] 28.2| 262) 160 | 427) 306] 228 199 


Bowling Alleys (283) 


Tennis Clubs/Schools (259) 


28.6] 25.7 | 29.1) -05| 184] 447] 359] -175| 45 

Ti cketi 5 , pene 374/267] 35.2; 25 | 409] 283 Ma 25.9 | 29.1 | 36.8] -10.9 25 | 381) 393) 178) 39 
biG g 32.8, 312] 352) -24 | 344) 312) 336 08 | 259] 3447 368! -109| 15.0] 462) 372] -223/ 00 
Slot Machines Culture Centres (131) 33.6) 412] 237 99 | 382, 405] 198) 184 | 321] 328] 267] 54] 198] 473] 321[ -123) 54 


2.2) SLY). 194 9.1 | 26.0) 565} 168) 9.2 25.2 51.1 2.9] 2.3; 15.3] 49.6) 344) -19.1 0.4 
Movie Theatres (214) 299] 27.1 i 108 | 327; 215/ 439 -112 | 248 23.8 | 41.6) -16.8) 15.0} 35.5] 46.7) -31.7| -17.6 
o 22.9} 39.3} 35.0) -12.1 m3] 383 34.6 -10.3 21.0 34.1} 42.1) -21.1] 11.7 | 35.5} 50.0} -38.3} -20.5 
Pachinko Parlors (154) 21.4} 30.5}. 40.9) -19.5 31.2| 27.9| 344,  -3.2 17.5 22.7 | 43.5) -26.0} 23.4) 51.9) 20.1 3.3} -11.4 


11.0} 42.2) 4-3) -293 | 149) 39.0) 39.0) -24.1 11.0 38.3 ae -33.2} 195 | 53.9 zu aa -22.5 


fo tc Ono | SSB] Teal [sel aa tease | sit [ mes meg sus|_s| sil 2318316 
[tel ars] wal as [fa ser} war at ist 7 fw aol a0 


Korecke Boxe: (118) 280 | 263) 161) 551 i69| 161 = a8| 322 | 525| 144] 178] 185 
y 347 He 38.1 | 110] 364) 51.7 10] 314] 559) -449| 153 | 568) 27.1 i 33.9 


= 216) 327 13.1 | 451) 2487 29.47 


AUSTRALIAN PRODUCT 


Microco/inControls 
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Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 2.2) 24.7 sia} -285 | 354] 247] 395 30.8 | 23.6 | 43.0[ -12.2| 29.7 46.0) 23.6] 6.1|  -9.7 


15.6| 29.7 | 54.0) -384 | 17.9} 36.1] 45.6 17.1 32.3 50.2) -33.1} 15.2 | 53.6} 40.3 -15.2| -28.6 
31.3] 313] 3641 -51 | 35.8] 295] 33.0 33.5 28.4 | 35.2) -1.7} 30.1 | 483) 19.9] 10.2 1.6 
oe 39.8 | 43.8) -29.0 | 165] 42.0] 39.8 -23.3 14.2 44.9 | 38.6) -24.4) 19.9 | 47.2) 30.1] aa _-21.7 | 
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= ap Inns (263) 


Western Style Inns (176) 


207) 49.8) -207 a 21.2] 443) -108 | 276] 202 | : - i “Fo e457 | 
——— 46.8 


a 26.2 35.9 06 = 25.0! 31.11 114 0.8 744 = a 318 12.0 a = 3.6 
Total (3,028) 24.5[ 37.8] 354-119 | 284] 36.1 | 34.2 58 21.6 | 36.9 | 39.6 -18.0| 20.3 | 49.2 28.8] 8.5] Ai 
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Rate of Participation (%) 


NE O07 


Leisure White Paper Japan '93 


Frequency (No. of times per year) 


aan: | aaa: 


1984 | 1985 | 1986 /1987/ 1988/1989 /|1990 | 1991 


Igo 


1992 | 1984 | 1985 | 1986 | 1987 | 1988 | 1989 | 1990 | 1991 | 1992 


26.8 


14.9} 15.1} 13.0 


Shogi 


17.2 


Card/Board Games 


Karaoke 


37.6| 37.8] 35.8 | 38.4 


Arcades 
Mah-Jongg 18.8 | 16.7 | 17.8} 16.9} 14.9} 14.0} 12.7 


13.4 


pod | 132 + 120) 12.8 


=| =[as[ of 3 


a inal haa zi 
Home Video Games 28.9| 26.4/ 21.8| 22.4/ 23.1 | 25.3| 26.0! 23.6 
: 15.2 | 13.1 | 13.6/ 13.4] 12.21 13.71 13.9 | 17.0! 22.0 125 | 11.0] 12.4] 13.0] 13.5] 107 | 132 


<7 30] 4.0 EL) 19.2) 110) 7.7 


Lee 47.7, 17.8 | 16.2 17.2 | 14.5, 14.8 — 13.4 | 12.0 


6.4 78 | 6.6 | 10.7 ced 10.0 | 74} 6.6 
21.8) 21.8 | 20.1 | 20.9 | 21.8 | 22.7 aioe 23.7 | 24.6 


Billiards/Pool 6.5 
Pachinko 29.3 | 29.8 | 29.6} 29.1} 28.9] 27.8} 28.5 | 28.1 
Lotteries =——s‘Y|si: ~---- 30.5 | 34.2} 32.8] 32.9] 38.2] 34.2 | 36.1 


Horse Racing Lg TdT) TS SOL 64) 3.7) 7.3) 84 


Horse Racing Sh 7.7| 7.5} 8.0} 1.8 Za ood 


36.4 |. ----- 6.6} 62} 5.0} 5.1} 54] 49] 48] 4.9 
9.5} 14.7 | 14.7 | 12.8 | 15.0} 13.3} 13.8 18) 124 135 


3.2} 14.7] 14.7 | 12.8 | ----- pe n---- | ----- | ----- | ----- 


Lot, dz 


Bicycle Racing 15.) 15) 18 


Boat Racing 


Auto Racing 


Inter Cuisine 58.2 | 62.2 | 63. 


16.6 | 16.2 
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The participation rate for home video games 
and arcades increased 

Chart 3 reveals past trends in the amusement 
industry, including the frequency of participation 
for various amusement forms. As noted on the first 
graph, dining out was the most popular leisure 
activity among both men and women. Looking at 
the chart, it becomes apparent that for the past 
several years, dining out has remained quite popular, 
scoring over 60% for the past five years. Going to 
snack bars, clubs and cabarets remains highly popular 
as well, with 43.2% percent of the respondents 
saying that they participate in this leisure activity. 

And how did game centres, home video 
games and karaoke do? As the chart indicates, 
22.0% of the respondents said that they went to 
game centres, while 26.0% said that they enjoyed 
home video games. The participation rates for both 
sectors have increased in recent years, but the game 
centre sector has enjoyed particular success, jumping 
almost 10% in five years (from 12.2% in 1988). 
Karaoke was not even included in these statistics 


until 1990, but has already claimed a very respectable 
share: 51.9%. 


If we compare the average number of times 
participants engaged in their favourite amusement 
activities, we find that, over a one year period, home 
video games had the highest frequency (39.7 times 
per year). Igo, or Japanese checkers only registered 
a participation rate of 4.8%, but those who did play 
this ancient game did so an average of 26.8 times per 
year. Of course, pachinko remains as popular as 
ever, and those who participated in this sector 
accounted for a total of 28.1%, and frequented 
pachinko parlours an average of 24.6 times per year. 

Game centres have enjoyed a fairly steady 
frequency rate over the past five years, with the 
exception of 1991, when the rate dropped to 10.7 
times per year. This figure recovered to 13.2 in 
1992. On the other hand, the karaoke industry, 
which had recorded average frequency rates of 12.4 


_and 12.0 in 1990 and 1991 respectively, dropped 
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excessive competition in a slumping economy. 


down to 11.3 in 1992. This is partially due to the 
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: SPECIAL REPORT 


Gateway to the Middle Kingdom 


Courtesy Jam Magazine 

The city of Shanghai, sitting on the mouth 
of the Yangtze river, has long been an important 
centre of international trade. It was here that goods 
from Europe, the Middle East and Asia arrived and 
During 
the late 19th century, as contact with the outside 
world - specifically England, France, and the US 
- increased; the city’s stature as both an important 
port of trade and the gateway to China's vast 
interior became legendary, bringing with it 
economic prosperity that was unrivalled anywhere 
else in the country. By the 1920s, concessions 
were granted to the British, French and Americans, 
and large communities of each became established 
around the main harbour. With a host of cabarets, 
nightclubs, restaurants and bars, and an “anything 
goes” reputation, Shanghai soon become known 
as the “Paris of the Orient” and attracted a wide 
variety of people, all seeking their fortune in the 
China trade. 

During World War II, the city was 
occupied by Japanese troops, whose harsh rule is, 
to this day, bitterly remembered by the older 
generation. After the communist revolution in 
1949, Shanghai became less prominent as the 
northern city of Beijing became the political centre 
of China. Nevertheless, with a long history of 
international trade and extensive contact with the 
outside world, the city is now once again playing 
a major role in the country’s efforts to decentralise 
the economic bureaucracy and promote 
international trade. 

The city itself is a jumble of people from 
all parts of China, and there is a vast number of 
them. As many people are 
aware, the population of China 
itself is also tremendous. The 
most recent census figures 
available indicate that there are | 
about 5 billion people world- 
wide and of this figure, 1/Sth, 
over a billion, are Chinese. The 
first-time visitor may argue 
that 1/5th of the world’s 
bicycles are in China as well. 
Standing on a sidewalk and 
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watching literally thousands of them go racing by 
feels not unlike watching the Tour de France - a 
giant, public Tour de France. The lifestyle in 
China’s major cities, especially Shanghai, reaches 
a level of intensity that may leave the New Yorker 
or the Osakaite longing for the relative peace and 
quiet of his or her respective cities. 

For all of its promise, though, China lags 
behind neighbouring Taiwan, Korea, Hong Kong, 
and Singapore - the “Little Dragons” of Asia - in 
terms of economic development and advanced 
technology. While China’s octogenarian 
leadership claims that it has realised a more open- 
market approach is necessary, it still believes that 
economic reform can occur within the existing 
political structure. There are other, perhaps equally 
important reasons as well for the slow development 
of the economy. Near the top of the list may be the 
language barrier. There are over 200 different 
dialects currently in use and perhaps thousands of 
variations upon these. The subtle differences in 
Chinese pronunciation are such that even a slight 
change in intonation (to the non-Chinese ear 
anyway) can completely alter the meaning of a 
word or phrase. Although most of the educated 
classes are fluent in Mandarin, the language of the 
capital city Beijing, a host of other dialects, 
especially Cantonese, which is used in both 
Shanghai and Hong Kong, still enjoy widespread 
use. It is said, perhaps a bit too simply, that the 
thread that holds China together is the written 
language, but it is certainly true that there are 
fewer variations in the written language than in the 
spoken. Communicating to over a billion people 
through the mass media is a very daunting task, 
and that is arguably China’s 
greatest barrier to 
modernisation and central 
organisation. 

The First Of A 
New Breed 
As a by-product of 
economic growth, Chinese 
people are now starting to turn 
their attention more and more 
towards leisure activities of 
various sorts, and this includes 


area, but also to create an eye catching ad 
campaign. “We decided to use a strategy that 
is common in Japan,” said Mr Tsutomu 
Kawaii, head of the Overseas Division. “We 
hired young girls to stand at the intersection 
and hand out flyers and balloons. This 
promotional activity began three days before 
the grand opening, and by the morning of the 
8th, over 40,000 flyers had been distributed.” 
In addition, each flyer contained a detachable 
ticket worth one token, which could be 
exchanged at the arcade itself. 

The payment system at the arcade needs 
to be explained in further detail. Although the 
customer received a ticket for one free token 
(which is, in turn, worth one free play), there 
is an entrance fee of 4 yuan or 7 cents, which 
is the value of two tokens. The entrance fee 
the coin op market. Most non-Chinese also | forchildrenis2 yuan (3 cents) or | token. It should 
recognise the vast potential, but formany,China’s _ be pointed out that there are actually two kinds of 
byzantine laws andregulations areoverwhelming. | money. The first is the unit that is given in 
Yet, organisations to assist the coinopamusement exchange for foreign currency, and is known as an 
industry do exist. The Shanghai Culture and — FEC. The second is the unit that the locals use. In 
Amusement Corp is owned by the Shanghai _ order for the economy to grow, China knows that 
Municipal Bureau of Culture, andits purposeisto | itmustattract foreign currency, which may then be 
foster the development of the local amusement _ used as capital or collateral for attracting foreign 
industry. The original idea of establishing an investors. A foreigner receives FEC units upon 
amusement facility came from Shanghai Cultural entering the country, and there are currently about 
Authority’s approach to Namco. This led to the | 5.5 FEC to the dollar, although the same dollar 
visit to Shanghai by Namco president Mr Masaya | wouldnetabout 10 of the kind of currency to locals 
Nakamura, who agreed that the city offered much — use. Therefore, the entrance fee for Shanghai 
potential. Consequently, this past March Namco | Namco Entertainment World actually costs about 
formed a company known as Shanghai Namco 90 cents in FEC, but only about 40 cents in the 
Ltd., which is responsible for the sales and local currency. 
manufacture of amusement machines, as wellas | AV Different Kind Of Arcade 
the management of amusement facilities. Namco Given that the average wages in China are 
provided 70% of the investment capital while | far below those in America, Europe or Japan, a fair 
Chinese officials picked up the remaining 30%. question to ask is whether or not these entrance 

Namco’s Shanghai location is the first of fees are expensive. According 
its kind in China, and much to Mr Kawaii, such fees are in 
thought went into deciding just line with other goods and 
where it should be located. The services sold within the 


area finally chosen was close to immediate area. Yet, according 
apublic park. With acontinuous to both an industry spokesman 
flow of people in and out of the and a Chinese person who has 
park, such a location seemed to lived abroad, there are a lot of 
be in the perfect spot to attract a people who feel that 4 yuan 
large volume of foot traffic. The entrance fee 1s very expensive. 
trick to bringing in customers, One of the main reasons for 


however, was not only to build this is due to the fact that people 
an arcade in an easily accessible are comparing Shanghai 
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INTERNATIONAL NEWS 


VR Conference Held in Chiba speakers. The width of the frame can be adjusted to 
Recently, virtual reality hasbecomeamedia | fit the wearer’s head size. It can also be worn over 
buzz word. The term virtual reality can be appliedto _ glasses. 


various fields and research for putting it to practical Olympus plans to release it in accordance 


use has been conducted in the amusement, medical with demand, and plans to work with companies in 


service, and space development industries, among | the amusement and medical fields. Release date and 


others. price were not available as of press time. 
The number of virtual reality conferences Sega Launches Ambitious VR, 
has increased of late, and the Third International Game & Operations Plans 


Conference on Artificial Reality and Tele-Existence, John Ryan, our correspondent in Japan, 
(ICAT) attended by experts from various fields, was | reports lots of activity by coin-op’s biggest player. 
held on 6th-7th of July under the auspices of the Japan | SegaCoLtd enjoyed 62% revenue increases for fiscal 
Economic Journal, the Japanese Technology Transfer ’93 and they’re having no problems spending money. 
Association, and the Keisoku Automatic Control | Thecompany’sbeen shopping for “strategic partners” 
Association. The conference also received support _ to beef up its games and operations alike, as well as 
from the Ministry of International Trade andIndustry, | recruiting new executive talent. For starters, Sega has 
Ashai Electronics, Nisho Electronics, Toshiba and entered into an agreement with W.Industries, the 
Nissan Motor Co., Ltd. The format consisted of | British virtual reality firm, to develop next-generation 
lectures by speakers from a variety of countries, a | WRhardware and software with smaller, lighter head- 
session by researchers, and a network demonstration | mounted display and 50% lower costs (putting VR 
connecting Japan and America on areal-time basis,as | into the Virtua Racing price range). Sega expects to 


well as a contest for new VR ideas. On the first day, sell 2,000 machines with five software packages 
a keynote lecture and discussion by Mr Carl Loeffler, (games) within two years. Sega will plan all software; 
a project director at Carnegie Mellon University, and | W. Industries will produce. A prototype of their first 
technical sessions on Artificial Reality/Virtual Reality, | WR machine is expected to be ready this month. 


the Implementation of Virtual Space, anda varietyof | Sega’s entering the theme park business with a 
related topics were held. 100,000sq. ft Osaka facility “Tera” next spring; two 

On the second day, a keynote lecture by Dr | more Japanese parks could follow in 1994. This in 
Hiroshi Harashima, a professor at Tokyo University | addition to mega-arcades announced for the USA in 
and the presentation of his paper on Force Displays partnership with Circus, Circus. Both Sega’s parks 
and Shape Modelling were the main attraction. ICAT | and mega-arcades will feature plenty of hi-tech 
has attracted much attention from those withinthe VR | entertainment, including 32 player VR experiences 


industry. and Sega’s eight-passenger ride simulator “AS-1”. 
New Fiead Mounied Dispiay On the video game front, Sega’s now got four home 
Developed game R&D centres in the US (the newest is an LA 


Tokyo based Olympus Kogaku Kogyo has ___ software house acquired for $1.8 million this summer 
announced that it has developedalight Head Mounted | and renamed Sega Interactive Design). Coin-op 
Display (HMD), which employs subminiature liquid | game development remains concentrated in Japan. 
crystal colour monitors (0.7" or @ 100,000 pixels)on | Sega’s also beefing up its executive team. Sega 
both left and right eye sides. The product creates a | (Japan) recruited Honda Motors exec VP Shoichiro 
sense of a large-sized screen with a horizontal angle | Irimajiri as a new Sega VP, then recruited a former 
of 35 degrees (equivalent to a 37" TV diagonally at directorofJapan’s largest supermarket group. Finally, 
3.8 feet) by using special optical technology which | Segaof America (home game division) recruited Bill 


combines non-spherical plastic lenses andhalf mirrors. | White Jr. away from Nintendo of America where he 
Since the separate LC monitors are used on both the | wasmarketing manager. InaJune 29 press conference, 
left and right sides, itcan also be usedasa3D monitor. | Sega Co prexy Mr Hayao Nakayama said the new 


The monitor is equipped with an LC shutter, enabling | execs will give him more freedom to meetand negotiate 
the user to view the outside world while wearing the directly with foreign firms as Sega’s business grows 
unit, and to superimpose the monitor image “on” the | bigger and more global. Sega’s new coin-op game is 
outside world, thus seeing both simultaneously. The | a driver cailed Outrunners. 

earpieces are equipped with built-in removable 
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top-selling 45s and CDs at key one-stops as of July 22, 1993 


* = significant crossover activity — 
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HAVE! TOLD YOU LATELY, Rod Stewart, Warner Bros. 18511 |POP PICK HITS . 
RUN TO YOU, Whitney Houston, Arista 2570 WILL YOU BE THERE . 
REGRET, New Order, Werner Bros, 18586 pete neater e 
THAT'S THE WAY LOVE GOES, Janet Jackson, Virgin 12650 | Wires Erect MCA 54661 
BAD BOYS, Inner Circle, Atlantic 98426 
CAN'T GET ENOUGH OF YOUR LOVE, Taylor Dane, Arista 2582 | hrienna - Warner Bros 18505 
LIVIN' ON THE EDGE, Aerosmith, Geffen 19149 Baek Ooan aun 
LITTLE MIRACLE, Luther Vandross, Epic 74945 Tears for Fears - Mercury 862330 
WALKING IN MY SHOES, Depeche Mode, Reprise 40852 CAN'T HELP FALLING IN LOVE 
WEAK, SWV, RCA 62521 UB40 - Virgin 12653 
CHATTAHOOCHEE, Alan Jackson, Arista 2573 COUNTRY PICK HITS 
WE'LL BURN THAT BRIDGE, Brooks & Dunn, Arista 12563 TRASHY WOMEN 
WHEN DID YOU STOP LOVING ME, George Strait, MCA 54642 | Conferderate Ratlroad - Atlantic 87357 
BLAME IT ON YOUR HEART, Patty Loveless, Epic 74906 CAN YOU FEEL IT — 
A BAD GOODBYE, Clint Black/Wynonna Judd, RCA 62503 en eet ea ene eae 
! GUESS YOU HAD TO BE THERE, Lorrie Morgan, BNA 62415 amie Ve ene ae 
SHAME SHAME SHAME SHAME, Mark Collie, MCA 54668 
WORKING MAN'S PH.D, Aaron Tippin, RCA 62520 Wynonna: MC oo 
MONEY IN THE BANK, John Anderson, BNA 62507 
SOMEBODY ELSE'S MOON, Collin Raye, Epic, 74912 oe ee 
WEAK, SWV, RCA 62521 R&B PICK HITS 
LITTLE MIRACLES, Luther Vandross, Epic 74945 WILL YOU BE THERE 
BAD BOYS, Inner Circle, Atlantic 98426 pees amen kee (ae 
THE FLOOR, Johnny Gill, Motown 2202 MY CUTIE 
FEEL NO PAIN, Sade, Epic 74903 Wreckx-n-Elfect - MCA 54661 P 
LOVE NO LIMIT, Mary J Bilge, MCA 54639 rfc field ral ma : 
LATELY, Jodeci, MCA 54652 
THAT'S THE WAY LOVE GOES, Janet Jackson, Virgin 12650 ie teers SPECIAL 
pitol 17444 ’ 


RUN TO YOU, Whitney Houston, Arista 2570 
IF !|HAD NO LOOT, Tony! Toni! Tone! Mercury 859056 


CDs R&B CW POP 
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POCKET FULL OF KRYPTONITE, Spin Doctors, Epic 47461 
UNPLUGGED .. AND SEATED, Rod Stewart, Warner Bros 45289 
JANET, Janet Jackson, Virgin 87825 

ALIBIS, Tracy Lawrence, Atlantic 82483 

PURE COUNTRY, George Strait, MCA 10651 

GET A GRIP, Aerosmith, Geffen 24455 

TEN SUMMONER'S TALES, Sting, A&M 0070 

IT'S ABOUT TIME, SWV, RCA 66074 

DURAN DURAN, Duran Duran, Capitol, 98876 

ARE YOU GONNA GO MY WAY, Lenny Kravitz, Virgin 86984 
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Namco Entertainment World to other amusement 
arcades in the area. Yet these other arcades are 
small game corners. Since Shanghai Namco 
Entertainment World is the first entertainment 
space of its kind in the country, such criticisms are 
only natural. Game play for amusement at these 
locations is also much cheaper around 5 cents per 


play. 


videos are to be broadcast on a regular basis have 
not yet been determined. 

What has been settled on is what kinds of 
games notto install. These include mah jongg type 
games. Although theoretically illegal mah jongg 
is still one of China’s most popular pastimes and 
the law is impossible to enforce. Nevertheless, the 

law is the law. Namco also decided | 


Unlike other game centres 
in Shanghai, though, the new 
Namco location is extremely clean, 
both inside and outside, thus 
creating a very. inviting 
environment. The entire location 
creates a lure that goes beyond just | 
the games themselves, and this had 
an affect on the entrance fee. “In 
deciding what fees to charge 
customers, we _ took into 
consideration a number of different 
aspects that, at first glance, may 
seem to have no bearing on 
arcade operations,” said Mr 
Kawaii. “For example, one 
question that we asked 
ourselves was what the 
climate in Shanghai was like. 
Summers are very hot and 
muggy, and we knew that if | 
we installed anairconditioner | 
in the arcade, a lot of people 
would come in just for that 
reason.” 

As with many of the 
other kinds of integrated 
arcades that we have reported on, interior 
design and creating the proper mood play a very 
important part in drawing customers. Once inside 
Shanghai Namco Entertainment World, one can 
look up to the ceiling and see 4 29" monitors 
broadcasting environmental scenes. Background 
music also plays an important part in setting the 
proper mood. It should be pointed out, though, 
that one major difference between this anda similar 
arcade in Japan is that the latter will often have 
speakers and monitors set up outside the arcade to 
draw passers-by in. As Mr Kawaii says, “We 
would like to do this in Shanghai Namco 
Entertainment World as well, but we’re afraid 
somebody would steal all of the equipment!” At 
any rate, what kinds of background music and 


| to avoid role playing games, 
| partially because of translation 

problems. Of course, instructions 
| onhowtoplay the games are posted 
in Chinese throughout the arcade. 
Most of the games are installed are 
| ones that are expected to generate 
| a fair amount of revenue over the 
| long term. Under an agreement 
| with the Chinese government, the 
machines currently in operation 
are duty-free imports. However, 
new machines will be subject to 
taxation. 

Another way that 
Shanghai Namco 
Entertainment World 
attracts customers is by 
having a well-lit exterior. In 
the evening, the illumination 
acts as a beacon, easily 
catching the eye of everyone 
in the immediate vicinity. 
At the entrance, customers 
first pay the appropriate 
entrance fee at the ticket 


booth. It is also here that 

one exchanges money for 
tokens. The booths are staffed by several women, 
and all together there are total of 26 full time 
employees. These 26, according to Mr Kawaii, 
were chosen from over 1,600 applicants. Part of 
the staff also includes a few security guards to 
monitor the customers and to prevent theft. The 
interior of the arcade is done in soft pastels in a 
variety of shades. There are a total of 81 games set 
up within an area of 600m?. Near the entrance, one 
unit each of Coca Cola Suzuka 8 Hours and Wacky 
Gators are set up. Along with such larger pieces, 
TV and video games are being imported, but it 
must be remembered that there are relatively few 
Chinese who are familiar with the way such games 
are Operated. 
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